From Europe to Egypt: Designing, Implementing and Evaluating Interactive Systems in-the-Wild by Nofal, Eslam et al.
 From Europe to Egypt: Designing, 
Implementing and Evaluating 
Interactive Systems in-the-Wild 
 
 
Abstract 
Designing, implementing and evaluating interactive 
design that is validated in a European context, may 
deliver different results when being studied in an Arab 
context, especially when evaluated in-the-wild.  In this 
position paper, we discuss our expectations of two 
studies that were already conducted in a European 
context, and will be repeated in an Egyptian context. 
We reflect on the potential impact of the findings on the 
design, evaluation methods and initial findings. 
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Introduction 
Today, HCI research is increasingly evaluated in in-the-
wild environments, in which the surrounding context 
plays an important role in the perception and 
experience of public interactive systems [11]. Most of 
these in-the-wild deployments are evaluated in, and 
validated for, Western contexts. However, Europe and 
the United States only represent part of the world. For 
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 instance, 508 million citizens live in Europe. Arab 
countries are inhibited by 422 million persons, and thus 
represent almost as many potential users as Europe. As 
such, in-the-wild evaluations of public interactive 
systems should also be executed in Arab contexts. 
Here, by the term ‘context’, we denote the sets of 
circumstances that are involved in the HCI evaluation 
process. We categorize these factors into three main 
categories:  
 User characteristics: habitual patterns of 
behavior, personality and emotion (e.g. ability 
to work, time-value, patience, etc.) 
 Socio-cultural factors: lifestyle measurements 
of both financial viability and social standing 
(e.g. education, religion, income, etc.) 
 Built environment features: places and spaces 
that created or modified by people (e.g. the 
aesthetics of buildings, public spaces, 
transportation systems, etc.) 
No two contexts are the same; not within one country, 
one city or even one neighborhood. Yet we argue that 
evaluating design that is validated in a European 
context, may deliver different results when being 
studied in an Arab context, especially when evaluated 
in-the-wild.  In this paper, we discuss our expectations 
of the repeating of two studies that were already 
conducted in a European context into an Egyptian 
context, and reflect on the potential impact on the 
design, evaluation methods and findings. 
Case Studies 
Currently, we are preparing the design of two previous 
studies [8] that have been conducted in a European, in-
the-wild context, in order to replicate [8] them in a 
Egyptian in-the-wild context. In particular, the first 
study is situated in the semi-public environment of an 
entrance hall at a university campus in Berlin [7] and 
Cairo. The second study is located inside a public 
museum in Brussels [10] and might be repeated in 
another museum in Cairo. The interactive systems of 
both studies were set-up in these real world 
environments for several days, and were investigated 
through observations by a researcher present and video 
logging, and semi-structured interviews with 
participants. We believe that when we keep the same 
design and methodology, thus only change the context 
of deployment, our previous findings will be 
predominantly influenced by the contextual 
circumstances, including user characteristics, socio-
cultural factors, and built environment features.   
Discussion 
We are aware it is rather difficult to compare findings of 
two in-the-wild studies with identical design, yet we 
believe general tendencies can emerge from these 
deployments, as discussed in the following. 
User characteristics 
Perception of time. For HCI evaluation studies, time 
is considered as a challenging aspect [10, 13], 
especially when evaluating in-the-wild [7]. There are 
recently many endeavors that tackle this challenge by 
developing novel practices, allowing understanding user 
requirements in a shortened timeframe. As a matter of 
fact, time is considered as a cultural concept, our 
perception of time is influenced by our cultural 
orientation. Perception of time changes from culture to 
culture just as languages and behaviors do. Time 
restrictions of participants are often problematic in-the-
wild e.g. when interviewing [3]. However, we believe it 
 is not such a challenge when we evaluate in in-the-wild 
Arab countries. For Arab people, time is more flexible 
and unlimited [13]. As such, we believe we can capture 
more and richer qualitative results. 
Technology experience. Although there is a new 
'digital native' generation emerging in Arab countries, 
technological problems due to basic infrastructure and 
governments' policies and regulations still exist [6]. 
This may cause the participant to focus on the 
experience with technology rather than the overall 
experience. 
Socio-Cultural Factors 
Social interaction. The complex values and beliefs 
that are present in the Arab world provide a rich setting 
to examine the hypothesized influence of socio-cultural 
factors on HCI in-the-wild evaluation. For instance, 
Arabs generally tend to interact as committed members 
of a group, rather than as independent individuals [2].  
Accordingly, we expect less individual participation in 
our studies in Egypt compared to group ones, which 
might lead up to more collaboration and social 
interaction among participants. 
Attitudes and behaviors. When the design is not 
involved in religious taboos or political repression, 
Arabs tend to express themselves spontaneously and 
freely in several situations, particularly in those related 
to human emotions and the arts [2]. They openly 
express their likes and dislikes, joy and sadness, etc. 
As such, we believe that behavioral evaluation 
methods, such as eye-tracking and observations, would 
be more effective in the Arab context. On the other 
hand, instead of low-context communication in Western 
culture, communication in Arab culture seems to embed 
the meaning more in the context, as high-context 
person tend to talk around the point and expect his 
listener to know what (s)he means [15]. Consequently, 
for attitudinal evaluation methods such as focus groups 
and interview, the interviewer must understand the 
contextual cues in order to understand the full meaning 
of the message. 
Female participation rate. Women are not eager to 
be photographed in public because as they are afraid 
that a photo will be misused, which brings disrespect to 
her and her family [1]. As such, when there are video 
recordings for evaluation purposes or photographs used 
as designed representations, e.g. [13], we expect the 
female participation rate will be lower in an Arab 
context. 
Social presence. Also social presence is an influential 
factor in evaluating HCI [9]. We assume that when we 
repeat our museum study [10] in Egypt, people would 
be more involved because it communicates information 
about an ‘Egyptian’ built heritage. In such a social 
context, a collective value can be shared among the 
participants, which is a unifying concept in designing 
artifacts and HCI evaluation [4]. 
Built environment  
Weather conditions. In the European context, 
outdoor installations might be seriously influenced by 
the rainy weather conditions [3, 12], which limits user 
participation and deployment period, and affects the 
design requirements of the installation.  However in the 
Arab context, the climate is mostly dry, rain is very 
rare. In contrast, public outdoor installations might be 
affected during summer by the relatively high 
temperatures. 
 Crowdedness. In Arab cities, most public spaces such 
as streets, transport facilities, and shopping malls, are 
relatively crowded. Crowding has universally negative 
impacts on individuals [5], which could be challenging 
for in-the-wild evaluations of public interactive systems 
in Arab cities, particularly in Cairo. However, the 
crowded environment might also cause honeypot 
effects, describing how people interact with the 
systems, which stimulate the others to observe, 
approach and engage in an interaction [14]. 
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